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MISSION REPORT by Agent MELKIOR 
April 2092 


Ikii report iunvnatiyei tkeeventi tint lead to tkeaneit 
ojjARLATH EOUS, Jro was responsible fox stealing 
a valuable temple of the element AMERICIUM 1492. 
Pe hid the radioactive material in the past, endanyeriny 
the eauilibrium of the time continuum. Tox this reason 
the SnaceSime Police were assianed to handle the 


me aisKs enclosed mm mu manual mil allow tjou to 
relive this minion as DORA LICE PRUNE/./ ER. She 
is a woman who was selected without hex awareness by 
the Pentxal Pomputex of the SpaceSime Police 
because of hex historical -temporal ties wi thjARLATII 
EOUS. 


~Jlie events in this <pme take place in three locations and two time periods : 
1992 -Manor de !a Puneliere - Atlantic Poast - Europe. 
1840 -Ship - ~1he driscarde - Paribbean Sea. 

1840 - Ssland of St. Pristobald- Paribbean Stands. 



INTERACTION 


In order to correctly use the disks enclosed with this manual, please follow these instructions. 

You may use the mouse exclusively. In this manual "left click'' means "click the left mouse button" and "right 
click" means "click the right mouse button'’. 


THE SCREEN is divided into four areas from lop to bottom: 

- The icon bar appears w hen the arrow cursor is brought to the top of the screen 

- The central area is where the adventure takes place. 

- The dialogue box is where text appears. 

- The bottom line is where the names of objects, places and characters appear. 


THE FUNCTION OF THE CURSORS 

Moving the arrow cursor on the screen corresponds to "l<x>king at” or "acting upon". It enables you to find: 
Exits ordirectifHis logo which appearas "swinging door" icons or given arrows depending on the location. 
- Particular objects, places and characters whose names appear on the bottom line. 

The object cursor appears when you pick up or use an object. 

The "OK" cursor appears when there is text to be read. When you have read the text on the screen left click to 
bring up the next part of the text or to continue if there is no more text. Right click to skip the text and continue. 


HOW TO USE OBJECTS 

When you left click the arrow cursor on a usable object, you pick up the object and the cursor becomes an object 
cursor: 

- The object goes into your inventor) when you right click. 

- The object can be used by left clicking the object cursor on another object, place or character. The 
message: 

"USE (object) ON (object, place or character)" appears on the bottom line. Lcftclick to proceed with the 
action. Right click to abort the action. 


INVENTORY 

The inventory can be opened by right clicking. The objects that you currently have in the 
displayed. 

To use an object on another object in the inventory': 

1 . Take an object in the inventory by left clicking the arrow cursor on the object. 

2. Bring the object cursor to the icon bar at the top of the screen. 

3. Left click the object cursor on the INVENTORY icon. 

4. Left click the object cursor on the desired object. 


ventory will be 


ft 
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I HE ICON BAR 


Six functions are available by bringing the arrow cursor to the top of the screen and left clicking it on the 
desired icon. Right click to exit a function. 


name of the place in the game will appear automatically or you can type in a different name. 
LOAD: Left click on I .OAD when you want to restore a previously saved game. Choose a line by 
left clicking on the up or dow n arrow and then left click on the desired saved game. 

Pictures of where the games w ere saved appear in the window. 

QUIT: Left click on QUIT w hen you want to quit the game. 


There are a few "jokers" available in various places throughout the game that will give you some 
hints if you are stuck. You are only allow ed to use three. 


3. NOTEBOOK 


Clues ( INDEX ). dialogues w ith the main characters ( DIM .OGUEktnd w hat has happened in the 
game ( MEMO) are automatically recorded (indicated by a Hashing notebook icon) and can be 
checked asoften as you want. You also has e an additional page (the last page of MEMO) to type 
your own notes. Left click on your choice: INDEX. DIALOGUE. MEMO. NEXT PAGE or 
PREVIOUS PAGE (in MEMO) or EXIT. 


4. INVENTORY 


This is another way to open the inventor) 


5. MOVEMENT 


A "map" of each of the three locations allows you to go directly to a place that you have already 
visited. Left click on the name of the place on the "map" that you w ant to go to. 


6. OPTIONS 


MUSIC: Left click on MUSIC totum the music on or off. An ">" indicates that the music ison 
INFO: Left click on INFO to see the date. time, percentage of the game completed and 
total amount of time in the game. 
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EVALUATION AM) PSY- 
CHOLOGICAL PROFII J£ 

OF DORALICE PRUNKUER 

by So lone l Orion, recruit men/ 

specialist 

^ 's 1992 the sulject is a yoona woman, 
extremely intelligent. She works as a 
ships captain which allows her to he financially 
comfortable. 


m 


Mote : She is a yambler. Sverythiny she earns 
disappea r siller jol is a yood reflection oh her independent 
nature and her restlessness . She prefers the danyer of 
junyles to the luxury of palaces. Her fp tier is an ethnoloyist. 
a specialist in (Amerinds, who loves open spaces, ijer 
mother is ajpmous Srayilian sinyer with the Opera of 
Manaus, the subject lives in a luxurious apartment in 
Saris where she often entertains her many friends and 
enjoys cookiny exotic meals for them. She has a taste for 
fine iiyuors : IMiiskey. rum and coynac. ijer fpvorite 
drink is the Ana Solada. l/er fpvorite foods are eyys 
prepared in any and alt imaginable ways with anythiny 
and everythiny. 

She adds salt and pepper before tastiny and 
likes spicy hot dishes. She loves oU-stule jan. She 
hateschess but adores So. She cannot understand bridye 
but plays Scrabble with her best friend She is healthy and 
strony and has taken up several different sports : liana 
yiidi/y, aikido, scuba-dviny. but L here is none that she 
really prefers. She does not smoke. She detests weapons. 
SeL s not surwort a/ty form of corporatism, politics 


or reliyiotx. She is not yu/lib/e or superstitious. She 


believes in science and is always searching for new 
sensations and unusual activities. She touches everythiny 
but does not take time to examine thinys more closely. 

' Tor this reason she can yive the impression that she is 
superficial. 

Sometimes she appears thouyhlless or reckless. She loves 
difficult situations where her judyement. observation 
skill and deductive mind, can be tested- She has a passion 
for old American 7V series, particularly MdcAJyver. 
(Solombo and Mission impossible. 

Hie subject is stable and well-balanced- She has all the 
attributes required, to accomplish the mission that will 
lead, to the arrest of Jarlath Syps. 


REPORT CONCERNING 
THE ACTIVITIES 
k — L OF JARLATH EQUS 

lyAofessorMetLniel 
expert in temporal criminoloyy 

EUROPE - 2092 

JAR LA I H L QUS belonystothe newyeneration 
of historians who specialise in the synthesis of history 
Ind physics and are involved in the confidential research 
proyram studyina travel in space and time, hie has stolen 
a sample of Americium 1492. a newly discovered 
material with revolutionary military applications, which 
he plans to eventually use for yreat personal yain. 
Unfortunately 3000 yea rs a renecessa tyfot this material 
to become safe to use because it has the unpleasant quality 
of beiny radioactive. (Jar lath has devised a da tiny plan: 
He trave led back 3000 year sin time and hid the sample 
beside a mummy in a yoldtn Syyptia/i sarcophayus. 
Then as the years have yone by. he lias kept track of his 
treasure . 

CRISTOBAL!) ISLAND- 1X40 

Hr 1840 the treasure belonyed to a tribe on the U/est 
Aoast of Africa, hlopiny to take it back without 
at tract iny the attention of the Space -lime Police. 
Jar lath decided to establish himself on a Paribbeoji 
Vsland bu marryiny the dauyhter of a rich plantation 
owner, takiny advantaye of the slave trade, he sent for 
the treasure as well as for a few slaves. Ihen. on the 
island- he prepa red the final pa rt of his plan: lie hired 
a pirate to wreck his ship wiih the treasure aboard near 
a seaside manor he had. purchased on the coast of 
Suroroe. Sn th’is way the treasure would be safely 

hidden from the Space Sime Police. 

COMMENTS: 

ik/e find ourselves fpdny a sensitive case of temporal 
manipulation with recursive characteristics. ~lhe percentage 
of paradox haviny reached, a critical ceiliny. an upheaval or 
even the destruction of the inner structure of the universal 
bioloyical inheritance must be anticipated. Only the extrac- 
tion of the distutbiny element from the fpctual context can 
correct the perverse effects. 


SI GCKSTKI) POINT OF INTKKCOTION: PARIS - 1992 


THE NEW EVENT - MAY - N°90 


THE CONCLUSIONS OF THE "AMERICIUM 1492" AFFAIR 
AN EXCLUSIVE INTERVIEW WITH AN S.T.P AGENT 


fhe New Event: Agent Melkior.canyou remind us of the 
role of ihe Space-Time Police in 2092? 

MELKIOR: As you know, recent discoveries allow u> to 
travel back in time w ith the use of a simple instrument worn 
on the wrist that generates an intense magnetic field. Time 
travel is a priv ilege and is limited to a lew trusted people. 
The inevitable consequences of such an extraordinary 
discovery lead to the creation of the Committee for Tempo- 
ral Ethics. Only observation of the past is authorized. Any 
other sort of intervention is forbidden because o! the danger 
involved. 

S.E.: You have just solved the case- of the stolen 
\mericium 1492 that we all heard about. 

V/.: I'm not the only one who deserves the credit Wc owe 
much more to Doralice Prunelicr. a lov ely person w ho li\ es 
in 1992, lor the solution to the case. I met her in 1X40. 
aboard a ship called the Briscardc where I was working 
disguised as a cook. 

S.E.: It seems that Ihe S.T.P. prefers to use persons 
from the past for interventions. Can you explain to us 
how she was chosen? 


TRAVELING IN SPACE AND TIME 

. the end of the 20th century modern biologists 
were already using the retro-evolution of sick cells 
which allowed them to go back to a healthy struc- 
ture and influence a new and positive evolution of 
the organism. At the same time theoreticians in 
thermodynamics were demonstrating the 
macroscopic reversibility created by intense 
magnetic fields. Thanks to the convergence of the 
two scientific fields, it took less than a century to 
develop the techniques necessary for the evolution 
of matter to the past. The purpose was not to 
rejuvenate the subject but to rejuvenate his 
environment. This technology, which today has 
been miniaturized, allows us to go back in time. 

Professor Falco, specialist in quantum 
mechanics 

Prom his book "The Past Future", 

(January 2092) 




A AMERICIUM 1492 

trace of this element was first detected by accident on 
a meteor fragment owned by a family of collectors for more 
than a century. Chance played a role a second time when a 
crystal weighing several tons was discovered approximately 
one hundred feet below the surface of the Gulf of Mexico. It 
was determined in a laboratory located on a satellite, that 
the crystal could withstand extraordinary temperatures 
and rates of acceleration. The applications for an element 
with these properties would be revolutionary, especially for 
the military. One detail needs to be mentioned: The element 
has been given the atomic code name Americium 1 492. It is 
composed of heavy molecules and has a high level of | 
radioactivity that lasts three thousand years. This may 
jeopardize its immediate application since it cannot be used 
as long as it is radioactive. 

Professor Falco, specialist in quantum mechanics 
From his book "The Past Future", (January 2092) 


M.: Well. Jailath Equs. the criminal I was following, not only went 
back in time, he also influenced events. For that reason, the “Theory 
of Possible Futures w as to he applied and his fate w as doomed. Wc 
just had to choose from all the possible futures, a temporal line that 
included his death as punishment and. of couse. one that included the 
existence of Doralice Prunelicr. 

S.E.: Precisely what mistake did .larlath make? 

M.: His first mistake was to marry, in 1X40. Velvet Rochefort de la 
Pruneliere alter having caused the death of her lather. His second 
mistake was to bring to the Island of St. 

Cnstobald his “treasure" (the stolen goods) and a slave named 
Yoruba. Yoruba had a child with Velvet and Doralice Prunelier is 
a direct descendant of that child several generations later. Our 
historians detected the temporal w ound caused by those two events 
which allowed us to localize Jarlath on this Caribbean Island. 
S.E.: And you neutralized Jarlath on that island? 

\t.: Not me. Doralice. I wasn't able to localize both the individual 
and the “treasure". And I was in danger of losing one or the other. 
It was necessary for him to be confident of his plan in order for me 
to be able to track him dow n He wasn't cautious w ith Doralice. who 
was a dangerous opponent. She was the one who defeated him. 
X.E.: Has Doralice been informed of her role in the w holeaffair? 
A/.: The Code of Temporal Ethics forbids such a thing. She continued 
her life in the 20th century . Normally she wouldn’t be aware of 
anything, but I really would like to have her as a partner again. 
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CONTACTS DURING OPERATION 


YORUBA 

The descendant of a family of Egyptian priests and the guardian of his tribes treasure, the 
sarcophagus of Pharaoh Amcnotep. He was taken from his tribe by Jarlath. who brought him to the 
Island of St. Cristobald and made him a slave. He became the kner of Jarlath's wife. Velvet Rochefort 
de la Pnmeliete. Doralice and Melkior will free him while aboard the ship sailing to Kun>pe. 




VELVET 

Jarlath married her to inherit the plantation and her father s name. Neglected by her husband and 
lonely during his long absences, she fell in love w ith Yoruba and had a child by him. She w ill lead 
Doralice to Maximin. 


PHILIBERT 

The Captain of the Briscarde. Jarlath paid him to sink the ship transporting the sarcophagus off the 
shore of the manor he owns on the Atlantic Coast in Europe. His men fear him because of his 
revolver with a magnetic grip that works only w ith his magnetized rings. 



OSWALD 

A sailor on the Briscarde. He hates the Captain and is w aiting for the opportunity to start a mutiny. 
Doralice will help him steal the Captain's revolver in exchange for the promise that he w ill help 
her escape. 


MAKANDAL 

The healer on the Island of St. Cristobald. He spends his time try mg to avoid the excessive passion 
of Delia. Doralice w ill have to convince him to heal Yoruba. 


DELIA 

The fortune teller and Velvet s confidant She i' madly in love w ith Makandal and spends her time 
concocting love potions to use on him. She w ill help Doralice find Velvet. 

CELEtCIE f fx 

The cook at the plantation and Amilcar’s mother. Velvet entrusts Maximin to her care but Jarlath " "I 

succeeds in distracting her and endangering Maximin* s life. , jk M 


AMILCAR 

The young son of Celcucie and Makandal. He tries to fool Doralice but he w ill 
lead her to Makandal. 


1 ^l_l SERAPION 

The story teller. He know s every thing that happens on the plantation, especially about the arriv al 
of Jarlath and the death of Velvet’s father. Unfortunately, he loses his voice and cannot speak. 
When Doralice heals him he w ill help her to enter the plantation. 


MAXIMIN 


The son of Yoruba and Velvet and the great-great grandfather of Doralice. His life is in great danger because of 
Jarlath. 


GALIPO 


The parrot that Makandal gave to the Captain. When Philibert locks Doralice in his cabin it deters her from 
searching the place. 








START UP PROCEDURE 
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1- AMIGA 

Insert Disk 1 in the drive. Switch on your computer, the software will he automatically loaded. 

GENERAL REMARKS on the best operating conditions for the PC HI) and 
PC CD-ROM versions. 

- Yourcomputerhastohave atotal of 570 Kbytes of conventional RAM memory 
available ( not taking into account extended memory ). 

- Yourcomputerhastohavcat least 1 50 Kbytes extended XMS memory available. 

- To hear the sound track, the soundcard has to be compatible with SoundBlaster 
or Pro Audio. 

2- IBM PC AND COMPATIBLES, HARD DISK 

Insert Disk I in Drive A(orB) and type A:INSTALL. then press <j_j or B: INSTALL and press 
<i_i and follow the instructions on the screen. The installation offers you the choice of the disk 
driveC:. D:, E:..., but creates automatically a sub-directory COKTEL/LOST. All you have todo 
to start is to get into the directory COKTEL by typing CD COKTEL. then press«3— ) . 

Type LOST and press i . 

COMMENTS 

A/ If you load the game through DOS and wish to change the configuration of your PC 
(graphic card, sound card, mouse, etc.), all you have to do is to get into the directory 
COKTEL/LOST by typi ng CD COKTEIAI ,OST. then load the game by typing SETUP 
and<— J. 

B / If you don't have enough RAM (you will be informed of this on the screen). 

You can increase conventional memory space, you can do this by: 

- decreasing the number of files and buffers in your CONFIG.SYS file. To make changes 
tothisfileconsultyourmicro-computer manual. Afterusingthe game it isimperative that 
you restore the CONFIG.SYS file to its original state. 

N.B: the number of files must be at least 16. 

- creating a bootable system disk using a virgin disk. To do this follow the instructions in 
your MS-DOS manual. Whenever you want to use this game, insert this disk in the drive 
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before switching on the computer. Stan the game in the manner indicated above. 

C/Tomakethe most of your machine'scapacities. compress regularly yourharddisk (e.g. 
by using a COMPRESS tool ). 

I)/ In case of a problem, please check all the above-mentioned points, then set up the 
configuration of your sound card (channel DMA and I RQ number ) using the advanced 
configuration option of the Set-up menu. 


3 ■ CD ROM 

Insert the CD in the CD ROM drive. 

Get on to your CD path (e.g. D: ), type INSTALL, then press<j-J Follow the instructions 
on the screen. After loading, all you have todotostart is to get into the directory COKTEL 
and type LOST, then press*— I. 

COMMENTS 

A/ If at a later point you want tochange the configuration of your PC (graphic 
card, sound card, mouse, etc.), get into the directory COKTEL/LOST by 
typing Cl) COKTEIALOST. Load the game by typing SETUP and then 
press <-/ 

B/ If you don't have enough RAM. refer to chapter 2. paragraph B, IBM 
compatible PC. of the Start-up procedure. 

Cl In case ofa problem, refer to chapter 2. paragraph D. IBM compatible PC. 

8 CARRY OUT THE PROTECTION TEST( except forCD ROM version) 

You have a small booklet made up of colors w ith a letter and number on them. The test takes 
place on the screen where you w ill see three displays and a keyboard with 8 coloured and 
numbered keys. 

A code wil I appear made up of a letter and three figures e.g. C 1 27. Take your booklet, find 
the colour corresponding to this code e.g. Green. Press the number key corresponding to the 
. said colour, then press <*— 1 . 


COKTEL VISION 
Parc Tertiaire de Meudon 
5, rue Jeanne Braconnier 
92 366 MEUDON-L A-FORET 
Tel. : (33-1 >46-30-99-57 



